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yOu CALL 
YOURSELVES MASTER 
PLANESWALKER: 


FOLLOW ME, 
NOVICES, ANO YOU SHALL 
FINO THIS PLANE THROBS 

TO FARALYN'S é 
_ HEARTBEAT! 


SZAT! LESHRAC! 
EVEN YOU, LIM OUL--INSIFIO 
SYCOPHANT! YOU THOUGHT 


\ TO &SE FARALYN, TO ESCAPE | 
\ FROM THE SHARD THAT 


BOUND US ALL! _ 


CRDVEL, 
COWARDS! 
HIDE BENEATH 
THE DUST!_& gs 
SHANDALAR'S “ee 
ABUNDANCE |S 
MINE ALONE! I FEEL 

IT! THE MANA IS 
ALE HERE! 


WATCH ME 
BEND ITS LIVING 
ENERGIES TO THE 
_ PATTERN OF / 

~\ MY WILL... 


"A OREA = 
DOMINION LIMITED 
ONLY BY MY... 
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uIMAGINATION? 


THE CURIOUS ASTRAL 
CRAGON WINKS INTO BEING 
--A CREATURE COMPOSED 
OF PUREST MANA, THE ‘LIVING 
ENERGY” OF SHANDALAR. 


: WHAT ARE YOU 
> QOING, CREATURE? 
WHY 60 YOU REPLENISHING ME...WITH 


TRY Th HURT ME? 00 YOUR..ENERGY? 
| THREATEN YOU? 


MY KIND 
GIVING... 


‘AT LAST ,A 
DUEL."YOU GRY 
INSIDE... WHY? 


“en 


x= A 
7 __ OHHHHH... 
OHHHHH...NOW 
I SEE... é 


1 WONDER 7 \ was sumMonen to ™ 
Z| SEE IF YOUR ARRIVAL MERITS 
MY CREATORS ATTENTION . 
me SADLY, | FIND YOU LITTLE 
NA Mone THAN Nowe. 


SAHPRMAL . CHAMBION 
OF SHANDALAR. 


Wie OeeD WIZARDS ARE 
e LIMITED BY HIS NOT GOOS HERE BY 
IMAGINATION. THE NUMBER OF 
THUS EWES SPELLS \N OUR 
TREACHEROUS, } “ TROVES... 
GLUTTONOUS ] ; / 
FARALYN... 


INTERESTING. 


«WITH A 
© DENCUMENT 
(\ BOTH SWEET 
\_ AND FITTING. 


LIANE 
COUNT AS WELL-- 
UNFORTUNATELY 
FOR FARALYN. 


FINGERS EQUALLY 
ADEPT AT SCRYING SPELLS 
OR SLITTING THROATS 
RAKE THE AIR... 


w.LET LESHRAC BE 
FOREWARNEOD OF 
TEVESH SZAT'S ARRIVAL, 
LEST HE CALL DOWN HIS 
OWN BRAND OF 
BETRAYAL 
ON MY BEING! 


..THEN TEAR THE SIGIL’S 
COMPLEMENT INTO THE 
FLESH OF THE WALKER THERE...BY 
OF MIGHT. SEEMING LESS THAN 


: I AM, I SHALL BECOME 
| SO MUCH MORE. 


TU AGL Y\\ Reprinted From DIAMOND PREVIEWS Vol. V No. 2 


LEGEND OF THE FALLEN ANGEL 
ON THE WORLD OF MAGIC; THE GATHERING #1 


by Nancy Collins and Richard Kane Ferguson with 

Cover by Clyde Cauldwell 

Includes a free, rare “Fallen Angel” Magic: The Gathering 
Chronicles card. 


Presenting the origin of one of the most powerful characters 

from the Magic: The Gathering Legends expansion set —the — 
Fallen Angel. This is the violent, epic tale of Trine, a 

majestic Serra Angel summoned and betrayed by the 
foulest of wizards. Trine’s dark odyssey of self-discovery, 
vengeance, and redemption commences on the battlefields 
of prehistoric Dominaria — and culminates in a confronta- 
tion between the Fallen Angel and her Saya sisters! 


This prestige format, ea page book is srittah by best-selling 
author, Nancy Collins, and fully-painted by one of the 
Wizards of the Coast's most pupal artists, Richard Kane 
Ferguson. 


Sporting a cover hy renowned fantasy painter, Clyde 
Cauldwell, and Magic: The Gathering gaming tips by rules 
guru, Shawn Carnes, this book will be an awesome addition 
to every Magic: The Gathering fan's collection, 


SHIPPING IN JANUARY 


THIS WORLO IS 
WARM... WHERE 
I HAVE ENOUREO 

BITTEREST 


SHANDALAR IS 
g A WONDER! EVERY- 
THING LEAVES BEHIND 
A PALPABLE AURA! OF 
COURSE, FARALYN 
£087 CONTROL! 


THE FLYING 
CREATURE WAS ( 
COMPRISED OF 

‘NG MAN: 


7 I COULD NEVER 
 ENOURE /(GWQOR- 
| ANVCE! I WILL NOT 


BE DENIED. I WILL PAY 


THIS UNSEEN WIZARD 
KENAN SAAR NAL THE 
REVERENCE... 


OF USING 


T'WOULD SEEM 
IVE ESCAPED AN 
AGE OF ICE, AND 


On 
CR - 
SHIPPERS! 


BRING 
THE We 


LATER, IN THE 
DUSKY HEART OF THE 
icra WOULE MAAVE FORE SEEN 
DHA 
eee NO Ste baee es 


SENT TO CURE OUR 
SUDDEN AWMIAILATION! COMPLACENCY. 


WE'LL NEVER 
MAKE THE 7REES 
IN TIME! 


' » WE'RE NOT 
ELOER! THE : THE ONMZY WARRIORS 
DEAD AUMANS- - IN THE WORLD...WE'VE 
THEY RISE SCREA- ™ 7 _ BECOME TOO KELIAW7 | 
MING FROM THE _o ‘ ON OUR WOODS’ NAT- 
GROUND! : URAL WARDS... 


. THERE COMES 
A 7/ME TO LOOK 
YOUR FOE IN 
THE ever 


—— = 
ELDER, SAVE 
YOURSELF! THERE'S 
NO KILLING--DEA7TA 
ITSELF! 


EITHER 
SOMETHING HAS 
STOLEN THE S7ARS, OR 
WE ARE ATTACKED 
FROM THE Sky! 


MY SPEAR 
IS CRUDE BY THE 
STANDARDS OF 
ELVEN CRAFT... 


» BUT THE 
FORCE W/TH/NV 
SERVES WHERE 

CRAFT FAILS! 


DISTINGUISHING 
THE OBVIOUS, DEAR 
QUEL-SISTER, ISA 
SMALL SKILL... 


LET'S SEE WHO 
CAN OLSFIATCA MORE 
OF THIS RABBLE THE 
QUICKEST -- SUPPER 
WAITS AT HOME 


« TO SLANDER 
KENAN SAHRMAL, YOU 
\ WOLLO FALL SEA/NO 
IN OUR SPORT... 


I BELIEVE 


SPEAKING OF 
MOME, NHAT OF 
KENAN SAHRMAL? 

YOUR INVISIBLE LEGEND 
SENT OUR FLYING 
MOUNTS FROM THE 
EASTERN SEA... 


BUT WOULDN'T 
A 7RUE PLANESWALKER 
TAKE A FER SONAL HAND 
IN SUCH AFFAIRS--OR 
AT LEAST SHOW 
HIS AACE? 


WHEN WE CAN 
DO NO MORE, KENAN 
SAHRMAL WILL COME. 
UNTIL THEN, LET HIM LIVE 
HIS SECRET LIFE, AS HE 
WOULD GRANT YOU 
p YOURS! 


INOIRECT ASSAULT 
PREVAILS WHERE 
DIRECT--2” 


ae 


A Kougy oe 


a” ; ai 


THE TREES! 
THEY'RE 
ALWE- - 


WS 


Lh, | 


BANI! STOP 
CHOKING YOUR 
MOUNT! 


7, SS Es : 


IT’S JUST.’ 
SOME OLD 


KEEP YOUR 
AEAD OOWN, I 
HAVE YOU! ; COME, 
pe WARRIOR, LET ME 


oh HAVE I TOLD / GUIDE YOU BACK TO 
ff YOU LATELY HOW VERY 5 . THE C/7¥ YOUR 
S7RANGE YOU YOU TRY “@. CHANGELING HERO 
ARE, GIRL? TO ACT LIKE ¥ FOUNDED... 
: c EVERYTHING S : 
A 8 
TO YOU, uw BACK T 
‘ BURNISHED- 
GANGRENOUS TOWERED 
WALKING CORPSES ARDESTAN!, 
FAIL TO GIVE YOU 
PAUSE, YET WIWD 
-ROCEN7TS UNDO 
yOu! 


GLIMMERING BETWEE 


WHAT VAPOROUS 
Manca WOULD KEEP THE 
E . BARRELS CHILLED 


WHAT LEGENDS WOULD 
STORYTELLERS CONJURE-- 


DO YOU FEEL IT, 
ASH? SOMETHING } 
HAS...CHANGED. 


_ 


AS IF SOME_ALIEN 
THING HAS CORRYWPTEO 
THE MANA CURRENTS, 

lA THiS IS TRUE 


-THEN_THESE 
INNOCENT FEOPLE ARE 
PLAYING CASUALLY WITH 

THEIR RO//V/ 


NO! WHAT |S ie 
HAPPENING 
TO HIM? 


THAT NEVER * 
HAPPENED! 


THAT NEVER 
HAPPENED TO THE 
PLANESWALKER! 


HOLO ON! THIS 
APOCALYPSE |S ONLY 
IMAGINARY --GWVE |\T 

NO SANCTION! 


2— PEOPLE! THERE'S 
DANGER AFOOT! BE 
MINDFUL OF HOW YOU 
I> USE YOUR MAG/C! 


NO_ONE 
HAS SEEN THE 
SAHRMAL IN TWELVE 
WINTERS... 


sii Sent Z 

LEGEND... HA 

ITSELF MOST BLACKLY. | OF CHILOREN 
WITHOUT ME! WELL, BANI... 


BUT I KNOW EVEN 
¥OU WOULD HAVE THE 
HERMIT PLANESWALKER 
ENROLLED --ANO MIGHT 

I AOD, OITRECTLY! 
: BUT THEY SAY 
THAT HE LISTENS TO 
PRAYERS WHISPERED 
AT THE MOUTH OF THE 
CATACOMNES... 


; THESE MANA 

SPARKS ARE WOTHING 

TO SAHRMAL'S ASTRAL 
DCRAGON... 


TWELVE WEEKS HAVE 
A PASSED SINCE LESHRAC'S 
HOLLOW VOICE LAST 
DISTURBED THE SWIRLING 


SANDS OF E£-AMAN. 


wBUT THEY 
ARE A START. 


WHAT? 
MY WARC-- 
IT BURNS... 


u SOMETHING 
IS PIERCING 
THE VEL. 


SURRENOER 
TO PLANEFALL, 4 
FOOLS--LEST YOU ga ™ 


GO MAD! 


oom ‘Trooper Universe to the 
“book world! | 


a 
wenn 


c 


Om 


aoe i 
| {| ial | : | 
tiliam Ning and Jeff Gonner 
oF. 5 TANT CHRONICLES ©1995 Target Games AB. All Rights Reserved. Mutant Chronicles and all 


the distinctive likeness(es) thereof are Trademarks of Target Games AB. 


WHOEVER... 
MEANSSS TO 7EAR 
ME APART FROM 
WITHIN... 


SHALL LEARN FIRST 
HAND WHY TEVESH SZAT |S 


CALLEO THE DOOM OF 
FOOULSSS. 


= 


YOU MIGHT 
CALL YOURSELF 
SANE SQUALL, TOO, 
BRAGGART... 


IS THIS 
SSSAMANCALAK? HOW 
MUCH OF IT HAVE YOU 

CONQUER EOC? 


OH, POWER 
DOWN, SZAT--LEST 
YOU ALERT THE 
NATIVES. 


YOU HEARD 
AS A 7, | wa ae : 
Webbe — et OY acd iA, 10 
é‘ — oo 7 LEARN WHY THIS WORLO 
oe 7 WREAKS HAVOC WITH 
OUR RITES... 


»ANO OUR 
BSOClES. 


BY THE WAY, 
HOW AARED YOU 
ON DOMINARIA? 


: YOU SEEMED SO 
J ANXIOUS TO FINISH THIS 
4 \ MYSTERIOUS BUS/WESS 
OF YOURS THERE. 


A-AUR iN... NHAT 
HAVE WE HERE? THE 
FLEDGLINGWECRO- 
MANCER CHASESSS MY 


GREAT WALKER 
OF NIGHT..LHUMBLY.. VeucH AOWER IN 
Me LIVE TO SERVE! | THIS STONE. ALLOW 
ME TO S7&OY IT-- 
TO HELP YOU 
UNDERSTAND. 


Va NOW THAT 
WE ARE AZZ HERE, 
WE CAN DO AWY- 
° THING! 


HAH! THE CONTENT 
OF £(M-OUL'S KEEP’ 
IS SSSAFELY TUCKED 

AWAY --SACK O/V 
OCOMINARIA. 


HE COMESSS 
HERE SEATEN, WITH 


HIS SHAMBLING FLOCK Ds 


OF HALF-MELTED 
UNDEAD. 


TAIL--BUT EWOSSS AS 
HE BE 


GAN... 


; VERY WELL. 
SHOW ME TO THE 
CONTENTS OF 
YOUR KEEF. 


THIS IS BAC 
NEWS, LIM-OUL. YOU 
SPENT YEARS ACQUIRING 
THOSE ARTIFACTS, ANO 
NOW YOU HAVE NOTHING 
BUT ZOMEIES...? 


BUT I FEAR 
SOMEONE OR SOME- 
THING HAS SEVERED 

THEM FROM MY 
CONTROL! 


I MEANT 
NO OFFENSE 
AN NNAS 


WHAT AM I 
TO 20 WITH HIM, 
TEVESH SZAT? 


p I HAVE EVER’ 
BEEN YOUR SERVANT, 
LESHRAC! LET ME 
SHOW YOu... 


yy 


7 I CAN 
START ANEW! ¥ 


MY ONLY WORSHIPPER, 
FOR THE TIME BEING-- 
AND ABSOLUTELY 
USELESS. 


ARE HER 


a | = de BEGONE, LIM-OUL, ; 
a IM OUT OF FAITIENCE. 
CONSIDER YOURSELF A 
BURNT OFFERING TO 
OUR NEW WORLD. 


YOU SAID OUR 
MAGIC WOULD FAV/Z US 
HERE -- WHAT, THEN, 
WAS THAT? 


WHY HAVE YOU 
FORSAKEN YOUR ON 
SERVANT? 


FOLLOW 
Lk 


THE MANA--\T — ~ 


\( GREATHES .. ALMOST 
SSSSO000...AM 
SSSENTIENT. I TO BECOME YOUR 
LONE OISCIPLE, 
LESHRAC? 


FORGET (7! 7 
IT SEE WHAT BECOMES 
OF YOUR PATHETIC 
FOLLOWERSSS. 


KEEP YOUR \ 
OCISTANCE, WALKER OF. 
NIGHT, AND I WILL GRAW7 
YOU THIS HELLISH CORNER IN 
WHICH TO SPENO YOUR 
DWINDLING YEARS. 


COULD IT BE 


A TENTACLE QPOLIVER 
THERE A MOMENT. ee IHE [OOM OF 
FOOLS KNOWS 

FEAR? 


f \ \ 
A 
WELL, WELL... ; 
I BELIEVE I SAW 


TIS WHO GRUVELED 
FORTUNATE, AT LESHRAC'S FEET, 
I TRUST j THEN FERISHED. y 
NO ONE. BA IN FLAMES AT THE OISCIPLE, ay, A gs 
HAND OF HIS --SUCH AS HOW TO 
FALSE GOP... \ MVE TMGOUGH THIS 
WORLD'S STONEY 
MANTLE! 


WAS ONE 
OF. THIS Ww oe 
agg FES- 


‘ SECRET \S MINE, ALONE 
: AND SHANDALAR S/NGS 
NATIVES TO ME WITH  Feaaad ian 

DESCEND INTO MOR 

THESE CAVES! / 


MY GLYPHS 


THESE WOMEN-- 
SO MUCH LIKE THOSE 
BLITHERING KNIGHTS 


. THEY SEEK A 

HERO THEY'VE NEVER 

SEEN...A SAVIOR OUT 
OF LEGEND... 


FOOLS FOLLOW 
GODS--THIS I HAVE 
LEARNED! 


- * 4 ‘ em 
Life isn’t fair: 
So who says a game has to be? Richard Garfield, creator of Magic: The Gathering”, 


based this highly entertaining card game on the premise that fairness is overrated. 
The Great Dalmuti™ makes a perfect holiday gift or stocking stuffer! oe 


Available at your local game store—or contact Wizards of the Coa 


U.S. Customer Service Team at (206) 624-0933 * Suggested retail price: 


© 1995 Wizards of the Coost, Inc.All rights reserved. The Great Dalmuti and Magic: The Gathering ave trademarks of Wizards of the Coust, Inc. Wizaeos oF tie Coast is 0 registeredtrademark of Wizards of the Coast, Ine. 
The Great Dalmuti is 0 Richard Garfield gam. All card Mlushations by Margaiet Organ-Keon. 


AND YOU £0 
KNOW WHAT HUGE 
CATACOMBS PORTEND-- 
HUGE SA7S! 


SKRRREEEEK! 


SHOW 
YOURSELF 


YOU MENTION 
BATS OWCE MORE, 
RAVASH, ANO I-- 


by 

WHAT'S WHAT? % 

YOU HAVE EARS 
LIKE A 847, 
SA7, SAT! 


Ht Hi Sbterraneen er 


‘ ALL I SEE, 
BANI, IS A_ORIED 
OLD CRONE LOST IN 
THE SHADOWS. 


RAVASH! 
THIS IS KEWANV 
SAAR MAL! 


HE WHO SU@RWV7 
EL-AMAN, WHO RULES 
SEAS DEEPER THAN 

THE STARS 
ARE HIGH! 


IMPOSSIBLE! 
THAT LIFE WOULD 
BE A LIe! 


ALL BEAUTY, 
ALL PLEASURE 
PERISHEC \NHEN 
TLer i 
OIE! 


TO ME, NOW, 
THIS SUEBBLING 
STREAM... 


FASCINATING. 
SHANDALAR COULD 
uSARPADIA.. BEFORE 

THE EMPIRESSS 
FELL. 


F THOUGH ITS BEEN 
THOUSANOS OF YEARSSS, 
I REMEMNGEGER YOU, TYM 
LONEGLADE...HOW WE 
TOOK PLEASURE |IN THE 
: SMALL THINGS... eg 


wlS FAULTLESS 
ONLY WHEN IT 
ICE. ; 


THIS WORLL-- 
LIKE ANY OTHER-- 
WILL ONLY BECOME 
PRISTINE. WWAENV 
“718 SILENT. 


YOU WOULD HAVE 
TOLD ME, THIS IS A ARESA N 
PLACE--A PLACE FREE OF 
PLACE WHERE f COULD SHO 
LA WHER ULO : 
START AWVEW. SHALL I DO ) THE Seen OF 
THIS... SSS/STERP A ; . | OQ LIVING MANA... 


; HMMM..NOT 
; NEALEY AS IMPRESSIVE 
, AS I COULD HAVE 
HOPED. 


THIS IS EASIER 
THAN SHOOTING DOWN 
SKY KMIGHTS! 


AND WITH A GESTURE... 


a: HE purer 

CHALLENGE IS __ 

BROKEN By NEW 
HORRORS... 


HE MST 
KNOW I'M HERE 
BY NOW... 


PARDON 


ME FOR SPEAKING 


PLAINLY... .BUT AN ARMY WE 
MAWE--A LEADER, CAPABLE 


OF FLATTENING CITIES, \S J* 


WHAT WE WEED! 


RAVASH... 
MEEEELLLL PP! 


RWASH! 
THE EOC 


KENAN SAHRMAL... 
LORD...I HAVE A/ZLED 
_ MY QUEL-SISTER... 


L WHY HAVE 
YOU FORSAKEN 
YOUR LOVING 
SERVANT? a 


: ane SPINES 
ITHIN LIM-OUL'S HEART. 
(EVE \N ZOMEONE, 


MUST EVERY 
SO-CALLED HERO RUN 
OFF MALF-COCKED 
LIKE THIS? 


/ WHAT EVER 

MAPPENED TO 
RECRUITMENT... 
ESCALATION... 
LAYING SIEGE? 


GOOD LUCK, 
BAKUR.. YOULL WEED 
IT AGAINST THE DOOM 
OF FOOLS. 


THERE WILL BE 
TIME FOR RAVASH'S 
: MEMORMAL 
LATER 


FOR NOW, I 


MUST FIVE THIS 
TEVESH 


SZ2A7--AND 
KILL \T MYSELF! 


MAYBE YOU WERE 
®1GH7, QUEL-SISTER-- 
PERHAPS THE REASON 

WHY THE ‘GREAT” KENAN 
SAHRMAL ALWAYS CASTS ¥ 
SPELLS FROM 
AIOING.. 


lS aot ee 
NOT A MAN Y, 
WANT WA7¢ CHING 
YOUR BACK! 


Welcome Magic fans one 


and all, to a wondrous new 
world...Shandalar! Here, mana 
flows freely...and for those who 
seek it...the gift of sorcery is for 
the taking. 

Shandalar is but one of the 
_ many, myriad planes that exist 
_ in the universe of Dominia. But 
what is this thing we call, Magic: 
The Gathering? One more time 
then, for the uninitiated... 

Magic: The Gathering is 
the undisputed heavyweight 
champion of the world, in 
terms of trading card games. 
The premise of the game is sim- 
ple: Two players represent wiz- 
ards who duel each other in a 
struggle for power in the uni- 


_ verse of Dominia. Their only 


weapons are the magic spells 
they carry. 

In the game, these spells are 
represented with trading cards. 
Each card is played either 


offensively or defensively to 


try to wear your opponent 
down. The first person to 
knock the opponent down to 
zero life points from a starting 
point of twenty, wins. Simple 
premise...infinite playability! 
There are five different 
strategies that a player can 
employ in Magic. These five 
basic approaches are designat- 
ed by colors. Red magic is 
drawn from the mountains of 
Dominia. Its power is raw and 
chaotic, born of fire and earth. 


Direct assaults are usually 


magic comes from Dominia’s 
islands. Blue’s spells are woven 
out of deception, manipulation 
and control. 
Green magic thrives in 
self is a staple of green magic as 
it is rife with creatures to do 
your bidding. The purity and 
nobility of White magic comes 
from the plains. White is strong 
in it’s defensive stance, but 


Finally, there is the magic of 
the swamps, death and 
decay. Black magic feeds on 
death’s energy but often asks 
a price. : 
Combining these various 
strategies, a player constructs 
his or her deck and hopes that 
the fates smile down. In 
Dominia, only planeswalkers 
can wield the most powerful 
magics, because only they have 


_the knowledge necessary to 


draw mana from the land. 
Mana is the power source for 
all magic in Dominia. 

On Shandalar, a unique 
world in this universe, the 
mana flows so strongly that 
anyone can wield magic for 
any number of reasons. And 
yet, peace has flourished on 
Shandalar, even in the face 
of suchpower. That is until 
interlopers from an age of 
ice make their presence known! 


accomplished with red. Blue — 


Dominia’s forests. Nature her-_ 


packs a wallop of it’s own! 


New York, N.Y, 10001 


Born in an Age of Ice 
Long ago, a war between two 
brothers ravaged huge por- 
tions of the world of 
Dominaria, changing it in ways 
that even the mightiest of 
planeswalkers could not fore- 
see. One result of this war was 
the tearing of the fabric of the 
universe, exiling a Shard of 
twelve planes to a limbo-like - 
pocket of existence. Anyone 
caught in the Shard was 
trapped for good. No one 
entered...no one left. 
No one that is, until Faralyn, 
Tevesh Szat, and Leshrae con- 
vened for a summit on the Null 
Moon to try and find a way — 
out. After centuries of isolated 
existence, these _ stir-crazy 
planeswalkers decided that 
they would free themselves, no 
matter what the cost. Free 
themselves they did, but sever- 
al lives were lost in the process. 
Under the pretense of combin- 
ing power to shake loose the 
Shard, Faralyn called on the 
most powerful planeswalkers 
in the Shard to aid him in his 
quest. In response, Kristina of 
the Woods, the mighty 
Freyalise, and Taysir of Rabiah 
all took part, while Faralyn’s 
apprentice. Ravidel and_ his 
Chromium Dragon, Khuell 
looked on. Unbeknownst to 
our heroes, a blood sacrifice — 
was needed for the spell of — 
release to be activated. It was 


Faralyn’s intention to have our 
heroes and villains fight each 
other to the death, leaving him- 
self free to roam the planes! But 
even the best laid plans 
crumble when greed and pride 
take precedence. Unfortunately, 
Rhuell and Ravidel paid the 
greatest price when they were 
murdered in the battle. To 
Faralyn’s delight, that was 
enough to break open the gate 
to Shandalar! Without care or 
caution, the three defilers leapt 
into this new plane and found 
that it was a paradise, where 
they could become gods! As 
you've seen...godhood comes 
with a hefty price tag! 

(This story was detailed in 


Betas avail 
able in panei trade paperback 
editions!) 


Magic: The Gathering 
The MicroProse CD-ROM 

The all-new world depicted 
in the Shandalar miniseries 
is set in the distant past 
of the upcoming MicroProse 
CD-ROM game due out later 
this Spring. The MicroProse 
game is a faithful computer 
adaptation of the Magic: 
The Gathering card game, 
and it includes the very 
creature that made its debut 
in these pages—the Faerie 
Dragon! In the game, you 
portray an adventurer who 
travels through mythic towns, 
like Ardestan, learning the 
various aspects of using 
magic. As you learn, you pick 
up more and more spells to 
add to your “deck.” Be careful 
where you tread though, for 
you may be challenged to a 
duel at any time. Then, it’s up 
to your trusty deck to save 
you! Fans will also be able 
to take the game to the inter- 
net and play against live 
opponents! May the best 
wizard win! 


Ly alas 


DAKKON BLACKBLAD 


51996 one-shot are the cr 
Chasm, and the origin of th 
name Carthalion! 


Answering the summon 
Dakkon Blackblade slow! 

is responsible for the 

In the process, Blackb 

the face of a continent’ 
Dinosaur Hunter) Morales 
Prosser, and full, computer get 
ing an extra-length Seer Analy 
play-by-play of the Mag 

used in the book. 


warn him of the arrival of the 
other planeswalkers. It is evident 
_ from the start that the planeswalker 
that controls Shandalar’s pws 
control it all! 
This issue also features the debut 
of our two legendary heroes, Bani 
Bakur and Ravash Mog. When we 
first meet them, they are coming to 
the aid of elvenfolk on the run from a 
horde of the undead! In Magic terms, 
this fits in perfectly with the game 
philosophies. s are usually sta- 
ples of green magic while the undead 
are representatives of black magic. 
Across the planes of Dominaria, 
green and black magic are polar 
opposites as one fights with the 
power of life and growth while the 
other uses the art of death and decay. 
Astute Magic players will recog- 
nize the undead as creatures from the 
Ice Age expansion. That may also 
give a clue as to who is actually accu- 
mulating a measure of power on this 
new plane! Just when it seems that 
our elvish archer is about to become 
zombie-food, a spear charged with 
magical energy strikes it down where 
it stands, completely destroying it! It 
looks as if the spear is imbued with a 
white magic of some type. Any clues? 
How is it that our heroes who 
are obviously not planeswalkers 
handling such magics? That is the 
power of Shandalar. The mana flows 
so Strongly here that even the com- 
‘mon folk can wield sorcery. When 
Bani and Ravash dispatch of the zom- 
bies, they make their way back to the 
city of Ardestan, where we see for the 
first time, how true this is. 
qn the open courtyard of Ardestan, 
which by the way is featured in the 
CD-ROM game, we see how magic 
has become a part of everyday life for 
the people of Shandalar. Packages are 
carried with it, swords are shaped 
with it, and stories are told with mag- 
ical lines weaving through the air. 
This is also our first look at the enig- 
matic Kenan Sahrmal,.a_ local 
planeswalker who has become some- 
what of a god to the denizens of 
‘Shandalar. However, Bani and 
Ravash soon realize that something is 


Hello once again, planeswalkers! 
Finally, we get a chance to take a look 
at the outcome of one of the more dra- 
matic parts of the Ice Age story--the 
ascension of several planeswalkers to 

This is Shawn F Carnes 
again, one of the tried and tested 
rules gurus for Magic: the Gathering 
here at Wizards of the Coast. In the 
first issue of this mini-series, we get a 
first hand look at a new plane within 
the multiverse of Dominia, one that is 
rich with mana and power. Several of 
Dominaria’s vilest planeswalkers 
have left the Shard to “walk” to 
Shandalar, but we learn quickly that 
they perhaps have bitten off much 
han they can chew. As always, 
call the shots in respect to how 
the comic reflects the game, and I will 
add some color commentary of the 
action. So, without further delay, 
onward to Shandalar! 

For those of you that don’t know 
already, Shandalar is going to be the 
setting for the Microprose CD-ROM 
computer game of Magic: the 
Gathering. Because of this, itis quite a 
treat to get a sneak peek at the world 
he comics, and what a peek it is! 
evil planeswalkers Faralyn, 

Leshrac, Tevesh Szat, and Lim-Dul 
have made their way to Shandalar in 
order to plunder the mana-rich plane 

for their own diabolic purposes. 

When they get there, however, they _ 
realize. that power has its costs. 
Shandalaris so rich in mana that they 
can barely control it. Faralyn is 

destroy ed by a. , a crea- 
ture native to Shandalar; you might 

‘see the Faerie Dragon in the CD-ROM 
game aswell, just asa little hint! It is 
almost asi! Faralyn’s destruction was 
pleasurable to him; this world is 
much ‘xnoe than the planeswalkers 
lave aruticipated. 

_Whatol the other planeswalkers? 
Well, Leshiac is a wraith! Yes, this is 
quite a: chinge from his days on the 
Shard. I would seem that his days of 
treachew md deceit have caught up 
to him: Atthe least. for his sake, he 
seems — (fare slightly better than 
Faralym In fact, Leshrac even 
inscrily<sa ward on his own chest to 


very wrong. Their suspicions are con- 
firmed as the magic begins to corrupt 
before their eyes. The bard’s tale 
twists and warps into a nightmarish 
vision of torture which the teller can- 
not control. Bani decides that it is 
time to enlist the aid of the Sahrmal. 


Meanwhile, Leshrac links up with 


Tevesh Szat and Lim-Dul as they 
enter Shandalar and as the life-warp- 
ing effects of Shandalar’s mana takes 
hold of them. When we last saw Lim- 
Dul, he was just broken free of the icy 
prison he was trapped in. Somehow, 
he found a way to Shandalar but 
_ trapped himself in almost the same 
predicament! This has to be quite a 
treat for Lim-Dul as he meets his 
deity, Leshrac, whose help he seeks. 
This pleasure 


is. short-lived as 
Leshrac tries to sacrifice Lim-Dul for 


his own benefit! Once again, we see 


that alliegances mean little to 


planeswalkers as their all-consuming 
agendas dictate their actions. 


Lim-Dul escapes, however, prov- 
ing that he may have a bit more con- 
trol over this magic than we realize, 
and plans his revenge upon his deity. 
Sure enough, each planeswalker 
plans their defeat of the other two 
and their acquisition of Shandalar. 
What they have not counted on, how- 
ever, are the natives of Shandalar 
standing up for themselves. 
However, the cunning Lim-Dul may 
have found a way to use the natives 
to further his own ends. By diguising 
himself as the Magus, and allowing 
Bani to believe him to be so, Lim-Dul 
gains a fighting force. What was that 
that Magus was holding in the cata- 
combs—a relic from the Ice Age? 
Kenan Sahrmal is dedicated to the 
preservation of Shandalar from out- 
siders; is there more, however, than is 
being let on? Both sides, the outsiders 
and those native to Shandalar, may be 
on a collision course for the ultimate 
control of the plane. 

The .action is set—where it goes 
from here is anyones guess! 

Until next time, may the powers of 
planeswalking be yours. 
Shawn 
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